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In general secondary schools, a special place is given to the forms of training 
that ensure the active participation of each student in the lessons. These problems can 
be successfully solved through the technology of playful forms of education. 
Play has long been used as a method of teaching, from the older generation to 
pass on their experiences to the younger generation. The widespread use of games 
can be seen in folk pedagogy, preschool and extracurricular activities. 
The concept of "game pedagogical technologies" includes a wide range of 
methods and methods of organizing the pedagogical process in the form of various 
pedagogical games. 
The child will be able to use life images during the game, which in turn will 
serve as a basis for the transition to the next complex creative activity. And the 
importance of developing the imagination is self-evident, because without it, even the 
simplest human activity is impossible. 
Play can also be a great way for children to develop relationships with other 
people. In addition, during the game they learn the rules by interacting and 
interacting, gaining experience of mutual understanding when playing with peers, 
explaining their actions and goals, making them other children learns to conduct in 
agreement with. 
There is no need to explain how important such qualities are in a child's later 
life, especially at school, where the child joins a large group of peers, pays attention 
to the teacher's explanations in the classroom, and monitors his or her homework. 
should do. 
Thus, the differences between regular and creative games are as follows: in 
creative games, children's activity is focused on the implementation of the idea, the 
most important thing in regular games - to solve the problem, to follow the rules 
focused. 
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The question of the role of learning games in the classroom is very important for 
the methodology of science. It is unknown at this time what he will do after leaving 
the post. The role and duration of the game in the course of the lesson depends on 
many factors, which should be taken into account when planning the lesson. These 
factors include: the level of students' learning, the level of mastery of the information, 
the level of complexity of the material to be mastered, or the control of the material 
from other languages, and the specific goals and objectives of the lesson. . 
The transition to adolescence is characterized by bright physical and spiritual 
growth, increased interest in learning, and a desire for self-esteem. Sports, movement, 
intellectual, role-playing games play a role in these processes. Creative and role-
playing games come first. This can be explained by the growing importance of 
communication in the life of a teenager. 
Therefore, in the secondary level of education, the means to increase the 
effectiveness of the educational process are competitions, games. It's different from 
regular games in that there are elements of competition. For some students who are 
not interested in the subject, competitions can be a great way to stimulate interest. 
Therefore, the use of such games in the classroom can have a significant effect on 
students who do not have a constant focus and interest in the subject. 
The game looks carefree and light from the outside. In fact, it requires the player 
to expend maximum energy, to think, to behave, to act independently. 
Playful forms of learning allow the use of all levels of learning, such as creative 
research. Creative research is a very effective way for students to learn. 
The game is multifunctional. We will focus only on the didactic, educational and 
developmental functions of games. 
Didactic games - this term can be used directly in relation to games, because it is 
purposefully included in the section of didactics. 
There is a sufficient number of classification and systematization of educational 
games in the methodological literature today, which meet certain classification 
criteria. For example, they may include: 
- Goals and objectives of educational games; 
- Forms of transfer; 
- methods of organization; 
- level of complexity; 
- The composition of the number of participants. 
Depending on the form of the game, the games are divided into: subject, 
moving, plot or situational, role, competition-game, intellectual games (rebuses, 
crossword puzzles, quizzes), interactive (communicative, interactive) games. 
Games are organized by computer and without a computer, written and oral, 
basic and non-basic, imitation-modeling and creative, and more. 
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All learning games are divided into simple (single) and complex (multiple) 
situations, depending on the level of complexity of their actions, and continuous and 
non-continuous, depending on the time of the event. 
Depending on the number of participants, the games are divided into individual, 
pair, group, team and team. As you know, the first of these, one-on-one games, 
demonstrates a one-to-one approach to students and the learner's "communication" 
with the source of the information. In other games, the partners can communicate 
with each other, for example, in the process of learning foreign languages, a stratified 
approach can be implemented as an individual. 
There are several groups of games that develop students' intelligence and 
cognitive activity. 
Group I - as object games, toys and object manipulation. Through toys, children 
learn about shapes, colors, sizes, materials, animals, people, and more. 
Group II - creative, plot-role games, in which the plot is a form of intellectual 
activity. 
"Lucky Coincidence", "Intelligence" and other similar intellectual games. 
Information is a feature of learning, but it is also an important component of 
extracurricular activities. 
Role-playing games are very important for young school-age children. They are 
characterized by the fact that the student, while playing, assumes a certain role and, 
as imagined, repeats the habits of a particular person and begins to perform actions. 
Despite the variety of plots, there is only one thing hidden behind it - human activity 
and human relations in society. 
During their play, young school-age children try to acquire the qualities of 
people that attract them in real life. That's why kids love roles that are about heroism, 
courage, and openness. Students begin to portray themselves in role-playing games, 
trying to express what they can't do in real life. For example, a low-achieving student 
assumes the role of a good learner. The advantage of such a game is that the child 
begins to set the requirements for becoming a good student. So, we can think of role-
playing as a way for a primary school student to be self-disciplined. 
Group III games - used as a means of developing children's cognitive activity - 
are ready-made rules games, commonly referred to as didactic games. 
As a rule, they require the student to solve the puzzle, find the riddle, and most 
importantly - to know the subject. The more skillfully the didactic game is structured, 
the more skillfully the didactic purpose is hidden. The knowledge acquired in the 
game is acquired by the student unknowingly, involuntarily, while playing. 
Group IV games - games about construction, labor, engineering, design. These 
games reflect the professional activities of adults. In these games, students learn the 
process of creativity, they learn to plan their work, choose the necessary materials, 
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critically evaluate the results of themselves and others, solve creative problems. 
Being active at work increases your interest in learning. 
Group V games are intellectual games - games, exercises that affect the mental 
environment. These games are based on competitions and show students the level of 
their preparation and ways to achieve perfection by comparing them, that is, increase 
their activity in learning. 
Group VI games are separate group games called moving games. They play a 
significant role in small school age. As a baby's body grows, it needs constant 
movement. Kids enjoy playing ball, running and jumping. Various activities help to 
improve metabolism, blood circulation and respiration. Moving games affect the 
formation of personal qualities: they develop will, thinking, courage. Team sports and 
competitions develop teamwork skills, support a teammate, and fight for class and 
school honors. 
However, teachers and leaders need to keep in mind that competitions require 
special preparation to increase their productivity, keeping in mind that competitions 
are an effective tool in organizing children’s play activities. Competitions should 
never be the goal, they should not be for the sake of one wish - to win first place, to 
win a prize. In this case, it shapes the negative aspects: selfishness, jealousy, and so 
on. The most important conditions for the success of student competitions are: 
Organizing them as a team activity; for this, the conditions of the competition 
should be set for all participants, not for individual children; 
Accurate calculation of results: Encouraging children to improve their results 
and assessing their success; 
Assessment of educational effectiveness - the forms and skills of relationships 
that students learn during the competition; in this assessment, all participants in the 
game can win; 
A teacher who is able to use all six types of play activities will have a wide 
range of ways to organize students' learning activities. 
At a young school age, children enjoy didactic games (story, subject, 
competition). They include the following elements of the activity: play problem, 
game motives, problem-solving solutions related to learning activities. As a result, 
students gain new knowledge based on the content of the game. In contrast to the 
direct setting of learning problems, in a didactic game it presents the child as a 
playful problem. The solution lies in learning activities. 
We will look at this in the following example. Students play a didactic game 
called We Are Tourists. It means teaching children to map the route of a group of 
tourists. Each student who marks it correctly will receive a tourist badge. The 
challenge for students is to play a tourist game. 
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The motive of the game is to choose the right route to get the tourist sign. This 
type of play is characterized by the fact that its form of activity is determined by 
adults and is presented to children in the form of rules of the game. The basic rules of 
the game "We are tourists" are as follows: "Listen carefully to the teacher who tells 
you the route and place it on your card. Once it's on the map, compare it to the 
sample." 
It is important to note that there may be a shift in cognition during and after the 
game. For example, after the “We are tourists” game, students began to ask the 
teacher and other adults many questions, looking for relevant information in the 
books, that is, the problem presented to them as a game. became a matter of 
persecution. Children are not limited to information about the events, but actively try 
to learn new concepts related to play activities (compass, topographic signs, etc.). 
The accumulated knowledge is systematized, and children of primary school age 
adapt their activities to education. Now it is realized not only in terms of games, but 
also during the game, in conjunction with the developed learning interests. This 
means that didactic games create a favorable environment for children to acquire 
knowledge and develop interest in learning. 
The best didactic games are based on the principle of independent learning, that 
is, they are designed to guide students in the acquisition of knowledge and skills. As 
you know, learning consists of two components: gathering the necessary information 
and making the right decision. These components provide a didactic experience for 
students. But it takes time to gain experience. Enhancing students' "experience" is 
about teaching them to practice these skills independently. These include 
developmental games of a psychological nature: crossword puzzles, quizzes, puzzles, 
rebuses, cryptograms, and more. 
Didactic games arouse students' interest in the subject, give each student the 
opportunity to develop individual skills, cultivate cognitive activity. The importance 
of didactic play is determined not by how children react, but by the effectiveness with 
which it is applied to each student in solving a problem. 
The effectiveness of didactic games depends, firstly, on their systematic use, and 
secondly, on the fact that the game program, along with simple didactic exercises, is 
goal-oriented. For example, in solving the problem of developing cognitive activity, 
the development of independent thinking of the student should be considered as a key 
issue. 
So, at a young school age, games can be used as a tool to facilitate and organize 
children's learning and work activities. In the learning process, play elements evoke 
positive emotions in students and increase their activity. Younger school-age students 
are more likely to complete work-related tasks with interest. Play helps children 
shape all aspects of their mental lives, problem-solving, and choices. 
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